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DETAILED ACTION 

Status of the Application 

1 . This Office-Action acknowledges the Request for Reconsideration filed on 
1/16/2009 and is a response to said request. 

Claim Rejections - 35 USC § 103 

2. The following is a quotation of 35 U.S.C. 1 03(a) which forms the basis for all 
obviousness rejections set forth in this Office action: 

(a) A patent may not be obtained though the invention is not identically disclosed or described as set 
forth in section 102 of this title, if the differences between the subject matter sought to be patented and 
the prior art are such that the subject matter as a whole would have been obvious at the time the 
invention was made to a person having ordinary skill in the art to which said subject matter pertains. 
Patentability shall not be negatived by the manner in which the invention was made. 

3. Claims 18, 20, 23-33 are rejected under 35 U.S.C. 103(a) as being unpatentable 
over Benoy, us Patent 6,896,6i8(Benoy) in view of Kirmse et al., US 2008/01 71 601 (Kirmse). 
Regarding Claim 18, 24, 26. 

Benoy teaches a game system including an arcade game machine installed in a play 
facility with which a player plays a game after paying a play fee(Col 1 , lines 20-34. 
Casino games require a player to pay a fee to play), and a server device connected to 
the arcade game machine via a network(Abstract. The loyalty program server is 
connected to the gaming machine), the game system being configured to perform: 
(a) registering identification information unique to the player on the server device 
(Abstract. Players must enter identification information before playing a game); 
(c) allowing the player to play the game on the arcade game machine when the 
identification information transmitted from the player meets the identification information 
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stored on the server(Col 8, 1-3. Players will be able to play the game and accumulate 
loyalty points after validating their identification); and 

Benoy failed to disclose: 
(b) after the registering, allowing the player to store on the server device an optional 
message in advance in association with the registered identification information and in 
association with an event of the game to be played, which is designated by the player 
who expects the event to occur during a progress of the game to be played before 
allowing the player to start the game on the arcade game machine, said optional 
message being arranged to be sent from the server device to a terminal device 
optionally designated in advance by the player 

(d) transmitting the optional message from the server device to the terminal device 
optionally designated in advance by the player so that the optional message is 
displayed on the terminal device when the event has occurred on the arcade game 
machine during the progress of the game after starting the game. 

However, Kirmse teaches of a game and messenger client-server system is 
provided that includes a plurality of game clients, a game server, a plurality of 
messenger clients, and a messenger server(Abstract) where it is well known with the 
advent of the global inter-network of networks generally referred to as "the Internet," 
communication between users connected to the Internet has been facilitated by 
programs such as email and instant messaging (para 3). Kirmse also teaches that if a 
buddy logs on with their messenger client, each buddy is notified of the new state (e.g., 
"logged on"). If one of those notified buddies is in a game, that buddy's messenger will 
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send back a message to the newly logged on user with the game information so the 
newly logged on buddy will have the information to display a game icon, invoke a game, 
etc. (para 68). Kirmse also teaches of an optional messaging system such that when an 
invitee messenger client receives a message that a buddy is playing a game, the invitee 
messenger client decodes the message as needed to invoke the game and optionally 
send a message to the census process(para 71). This messaging system is used for 
coupling a game client to a messenger client to allow the game client to send the 
messenger client data used to initiate joining a game, whereby a message sent by the 
messenger client includes the data used to initiate joining a game. Also, logic is 
included for initiating a join of a game at an invitee client, using data received in a 
message to the invitee(Abstract). 

Therefore, it would have been obvious at the time of the invention to one of 
ordinary skill in the art to implement Kirmse's messaging system teachings with Benoy's 
loyalty program system as means of allowing players to invite others into joining their 
games as taught by Kirmse. 

Regrading Claim 20. 

Kirmse teaches calculating points acquired as a result of the player's game play, 
wherein the optional message is stored on the server device in association with a 
certain value of points to be acquired by the player before starting the game. (para 53, 
69-70 and 97. In this case, the point system in which is calculated is represented by the 
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"1" which would represent the flagging of the player which would mean the player is 
online and playing a game in where another player can join) 

Regrading Claim 23. 

Kirmse teaches wherein plural ones of the optional messages which are stored in 
relation with certain values of game points, respectively, one of which is given to the 
player in accordance with a result of the game executed by the player(para 53, 69-70, 
and 97). 

Regrading Claim 25. 

Kirmse teaches wherein said optional message contains plural messages which are 
stored in relation with certain game stages or statuses as said event designation in 
advance by the player, respectively(para 97. Players can elect to send messages that 
allow friends to find them or decline all invitations or send out invitations.) 

Regarding Claim 27. 

Benoy teaches wherein said designated terminal device is the arcade game machine on 
which the player plays the game(Abstract. Players play at the designated machine in 
which said player enters identification information). 

Regarding Claim 28. 

Benoy teaches wherein said designated terminal device is either another arcade game 
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machine on which an opponent player plays the game or a mobile terminal device which 
the opponent player carries(Col 5, lines 26-28). 

Regarding Claim 29. 

Benoy teaches wherein said designated terminal device is the one of the plurality of 
game apparatuses on which the player plays the game (Col 4, line 22). 

Regarding Claim 30. 

Benoy teaches wherein said designated terminal device is either another of the plurality 
of game apparatuses on which an opponent player plays the game or a mobile terminal 
device which the opponent player carries(Col 5, lines 26-28). 

Regarding Claim 31 . 

Benoy teaches wherein said designated terminal device is either the other of the 
plurality of game apparatuses on which the other player plays the game or a mobile 
terminal device which the other player carries. 

Regarding Claims 32, 33. 

Benoy teaches a game system comprising a server (abstract) and a plurality of game 
apparatuses (Col 4, line 22) connected via a network(Col 5, lines 56-57), which is 
configured to allow one player to play a game on one of the plurality of game 
apparatuses against another player playing on another of the plurality of game 
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apparatuses(Col 4, lines 54-64. Bingo is played against another player), said game 
system being configured to perform: 

(a) registering identification information unique to each player (Abstract. Players must 
input identification information) so that the one player on the one of the plurality of game 
apparatuses can play the game against the another player on the another of the 
plurality of game apparatuses. 

Benoy failed to disclose 

(b) allowing the one player to store on the server an optional message in advance by 
way of a mobile terminal device operated by the one player, said optional message 
being a message arbitrarily prepared or designated by the one player, stored on the 
server in relation to the registered identification information and in relation to an event of 
the game to be played, which the one player expects to occur during a progress or as a 
result of the game, and arranged to be displayed on a terminal device designated in 
advance by the player; and 

(c) transmitting the optional message to said designated terminal device from the server 
so that the message is displayed on the designated terminal device when the event 
designated in advance by the one player has occurred during a progress or as a result 
of the game after starting the game. 

However, Kirmse teaches of a game and messenger client-server system is 
provided that includes a plurality of game clients, a game server, a plurality of 
messenger clients, and a messenger server(Abstract) where it is well known with the 
advent of the global inter-network of networks generally referred to as "the Internet," 
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communication between users connected to the Internet has been facilitated by 
programs such as email and instant messaging (para 3) and where it is also well known 
that the implementation of the system on computer systems can be Internet- 
connectable computers (desktop computers, laptop computers, palm-sized computers, 
wearable computers, set-top boxes, embedded TCP/IP clients, wireless phones with a 
user interface, and the like. (para 29). Kirmse also teaches that if a buddy logs on with 
their messenger client, each buddy is notified of the new state (e.g., "logged on"). If one 
of those notified buddies is in a game, that buddy's messenger will send back a 
message to the newly logged on user with the game information so the newly logged on 
buddy will have the information to display a game icon, invoke a game, etc. (para 68). 
Kirmse also teaches of an optional messaging system such that when an invitee 
messenger client receives a message that a buddy is playing a game, the invitee 
messenger client decodes the message as needed to invoke the game and optionally 
send a message to the census process(para 71). This messaging system is used for 
coupling a game client to a messenger client to allow the game client to send the 
messenger client data used to initiate joining a game, whereby a message sent by the 
messenger client includes the data used to initiate joining a game. Also, logic is 
included for initiating a join of a game at an invitee client, using data received in a 
message to the invitee(Abstract). 

Therefore, it would have been obvious at the time of the invention to one of 
ordinary skill in the art to implement Kirmse's messaging system teachings with Benoy's 
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loyalty program system as means of allowing players to invite others into joining their 
games as taught by Kirmse. 



Response to Arguments 

4. Applicant's arguments with respect to claims 1 8-20 and 23-33 have been 
considered but are moot in view of the new ground(s) of rejection. 

Conclusion 

Any inquiry concerning this communication or earlier communications from the 
examiner should be directed to Jeffrey K. Wong whose telephone number is (571)270- 
3003. The examiner can normally be reached on M-Th 8:30am-7:00pm. 

If attempts to reach the examiner by telephone are unsuccessful, the examiner's 
supervisor, John Hotaling can be reached on (571)272-4437. The fax phone number 
for the organization where this application or proceeding is assigned is 571-273-8300. 
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Information regarding the status of an application may be obtained from the 
Patent Application Information Retrieval (PAIR) system. Status information for 
published applications may be obtained from either Private PAIR or Public PAIR. 
Status information for unpublished applications is available through Private PAIR only. 
For more information about the PAIR system, see http://pair-direct.uspto.gov. Should 
you have questions on access to the Private PAIR system, contact the Electronic 
Business Center (EBC) at 866-217-9197 (toll-free). If you would like assistance from a 
USPTO Customer Service Representative or access to the automated information 
system, call 800-786-9199 (IN USA OR CANADA) or 571-272-1000. 

/John M Hotaling II/ 

Supervisory Patent Examiner, Art Unit 3714 
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